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WARNING: READ BEFORE USING YOUR PLAYSTATION" game console. 


A very small percentage of Individuals may experience epileptic seizures when exposed to certain light patterns 
or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while playing video 
games, Including games played on the PlayStation game console, may induce an epileptic seizure In these 
Individuals. Certain conditions may induce previously undetected epileptic symptoms even in persons who 
have nn history ot prior seizures nr epilepsy. II you, or anyone in your family, has an epileptic condition, con¬ 
sult your physician prior to playing. If you experience any ol the following symptoms while playing a video 
game - dizziness, altered vision, eye or muscle twitches loss of awareness, disorientation, any involuntary 
movement, or convulsions-IMMEDIATELY discontinue use and consult your physician before resuming play 

WARNING TO OWNERS OF PROJECTION TELEVISIONS; 

Do not connect your PlayStation game console to a projection TV without first consulting the usm maru ial lur 
your projection TV, unless it is of the I.CD type. Otherwise, it may permanently damage your TV scimi 

HANDLING YOUR PLAYSTATION" DISC: 

* This compact disc is intended for use only with the PlayStation game console 

* Do not bend it, crush it or submerge it in i quids. 

* Do net leave it in direct sunlight or near a radiator or other source of heat 

* Be sure to take an occasional rest break during extended play. 

* Keep this compact disc clean. Always hold the disc by the edges and keep il in its 

protective case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in slraight 1 1 les from 
center to outer edge. Never use solvents or abrasive cleaners. 
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Setting Up 

Set up your PlayStation® game console according Lo the Instructions in ts Instruction Manual. Make sure 
the power 15 off before inserting or removing a compact disc. Insert the Roll cage Stage II disc and close 
I he Disc Dover. Insert game controllers and turn on 1 he PlayStation game console Follow on-screen 
instructions Lo start a game. 





Pause 


Steer Vehicle 


NOTE: when using the DUALS HOCK analog controller, please ensure that it is in Analog mode 
(LEO: Red) The LefL analog slick can be used to steer your vehicle. 


Controls 

Zoom In [ 


Change View 


<© Reverse 
® RueRnfflfll 
© Accelerate 
® Brake 


Zoom Out 


Fire Weapon 2 


Fire Weapon 1 


Steer Vehicle 


Tarflel Car 


Rear View 





















































































































































L Best Lap Tiine 
2„ Total Race Time 

3, Current Position 

4, Current Speed 

5, Weapon 2 
h. Weapon 1 

7, Progress Indicator 

8, Current Lap Time 

9, Lap Number 


Menus 


USING MENU SCREENS 

Use the directional buttons lu highlight art option, then press the 
© button to confirm. To return to the previous menu screen, press :he © button. 



Title Screen 


Press the JSm button to access 'nr Ma n Men* 

Main Menu 


1 PLAYER GAMES: go to the I Player Games Menu 

2 PLAYER GAMES: go to the 2 Player Games Menu 
OPTIONS: go to the Options Menu 

AUDIO: go Lo the Audio Menu 
RECORDS: go to the Records Menu 
MEMORY CARD: go to the Memory Card Menu 
PASSWORD: go to the Password Menu 
BONUS AWARDS: go Lo the Bonus Menu 

1 Player Games Menu 



CAMPAIGN MODE 

There are two campaign modes ta choose from. Select either Total Racing or Classic Racing. 

TOTAL RACING coming first Is not the only way to win. Use ol tactical weapons and fastest lap 
limes ill add up to an aggregate score. You may pass I he finish line first, but lliai erne--, not 
q u a ra ntee y o u r vi cto ry. 































Points are awarded for successfully using weapons on your opponents and destroying buildings (the larger 
the building, the more points you get.), Points are also awarded every i me you finish a lap, dependent 
upon your current posiLior in the race, and there is a cool bonus for holding the fastest lap L me at the 
end of Him race. 

CLASSIC RACING - das sir: Roll cage race action with a gentle learning curve Try and score max'mum 
league points (30) for a special bonus award. 

Once you have confirmed you decision, you will be taken to Me Car Selection Screen to pick your 
vehicle from tho se ava i I abI e. 

The next screen up is the League Selection Screen, where you can pick the eague in which you wish to 
participate. 


Before you enter the race you wi I be shown the Confirmation Screen and at this stage you can return 
Lu the previous menus to choose another car or league. When ready Lo commence racing, higlrigln 
BEGIN and press the © button 

At r : e end of 1 he race, the Car Award Screen will be displayed. If yo,, finished first, you wrl be awarded 
a new oar from those available 

The Results Screen depends upon which type of race you have just completed: 

a) ratal Racing the Results Screen displays the points accrued by each car 
and how they were obtained 

b) Classic Racing I lie Resu :s Screen displays the best lap t me and overall time lor 
each car. 

cj Knockout - the Results Screen displays your time, qualification for the next league 
(if applicable) and the number of retries remaining (f applicable). 

Arcade Mode 

Choose you" vehicle "urn the Car Selection Screen, Press r he © button iq access the Track: Select on 
Screen, Press the button to selecL a track and a small sub menu will be displayed, ‘he sub-menu 
shows the various environments to choose from Press the 

© button again to access me Confirmation Screen, When ready to start the race, highlight BEGIN 
and press the © button. 


Time Attack 

Race against the clock on your chosen track ana surpass yo.,r lap-time records, 'ime Attack pick¬ 
ups are always speed- ps - no other weapons 'lerel After tho first lap, a ghost car will appear for you 
:o race against. Use the ghost car ns a guide as it races your prev ous best lap. 


Training 

Use the traininq section to perfect youi skills n combat and driving, and gain extra experience 
before you gel but or 1 Him track. 


Scramble 

Okay, all you have to do Is stop In the checkerboard end zone. Sounds easy right? Wrong! Adequate 
Scramble times yet you a bronze rneda . Excellent times get you gold. Remember,,, speed is good, 
but control is everything. Fall off and lt f s time to try again. 

2 Player Games Menu 

SINGLE RACE/TOURNAMENT/ 

TIME ATTACK/ COMBAT/ PURSUIT 

I hr 1 Car Selection Screen will be displayed. Each player must pick a ca- from the selection available. 
Both players must press the © button Lo access the Track Selection Screen, Combat Mode and 
Pursuit Mode have their own specially -designed circuits, which can be selected In the usual way. 

In Tournament. Mode, yon can either choose a I the tracks prior lo start dig or race them at random. 

NOTE: In Tournament Mode and CortibaL Mode, a sub-menu w II be displayed before the Car 
Street id! Sere tn. Use u e sub-menu to set l he win parameters for each race and press :hr © 
button to confirm. 






Before you enter the race yen will be shown the Confirmation Screen. The NUMBt fi OF LAPS option display 
the maximum amount of times you will complete a circuit during the race choose between 1 and 99 
(NOTE: applicable to Single Race Mode and Tournament Mode- only). The SPLIT SCREEN option can be 
set to HORIZON 1 f AI c VERTICAL division. When ready to commence racing, I ighlight BEGIN and press 
the © button. 

Options Menu 

PLAYER 1 CONTROLS 

Use the up and down directional buttons to highlight a BUTTON LAYOUT controller configuration. Phere 
are fan BUTTON LAY DU " options to choree from. Highlight VIBRATION and use ihe left and right 
directional buttons to turn the vibration function of Hie DUALSHOCK'"analog controller mi (YES) or off 
i:Nn]. Finally, highlight EXIT and press the © button to return to the Dpi ions Menu. 


PLAYER 2 CONTROLS 

See "Player 1 Controls'' sect on above. 


Screen Adjust 

Use the directional buttons to pos Don the screen to your satisfaction and press the 
© button to confirm. 



HUD Level 

Choose from LOW, NORMAL or HIGH to alter the brightness of the on-screen 
message overlays. 


Weapons 

Roll cage without weaponry is ike cookies without milk. However, for chose of you who only want 
to race, here's where you can turn the weapons off. 


Catch Up 

€hnosc cither ON ar 0FF, 


Motion Blur 

Choose either ON ar OFF. 


Exit 

Press the © button to return to The Main Menu. 

Audio Menu 



CO: 

Use the left directional button to decrease and Lhe right directional button to increase the volume 
of the In-game music. 










FX: 

Use Ihe ict’L directional button lo decrease and the right directional button to increase the volume nf the 
in game sound effects. 


TRACK UR. 

Use the © button to scroll up the list ot in-game musical tracks. 

TRACK DOWN: 

Use the © button to scroll down the ist of in game musical track:;. 

CD fNDEX: 

Use the Left directional button ta select Random and the r qht directional button 
to select Normal, 

EXJT: 

Press the © button to return to the M, i n Vleriu. 


Records Menu 

Access the best times data for each fiollcage circuit. These hi-scores are there Lo be beaten, so get out on 
the track] 


Memory Card Menu 


LOAD: 

If you have previously saved Roll cage Stage II Lo a Memory Card, you will be able to load the game. 
Use the up a no down directional buttons to select which Memory Card to load Front and press the © 
buiLon Lo confirm. 



]f a saved game is found, loading car commence. Use the down directional button to highlight YES, 
then press the © button lo confirm. Alternatively, Lo abort loading, highlight NO, then press the © 
button to confirm. 


SAVE: 

Use the up and down directional buttons to select which Memory Card to save to and press the 
© button to confirm. 

To commence saving, use the down direct, on a I button to high I a hi YLS then press the 
© button Lo con firm. Alternatively, lo abort die save, highlight NO, then press the 
© button to confirm. 

If a previously saved game is found, you will be prompted to overwrite the saved data. Highlight. 
YES to overwrite, then press the © burton to confirm Alternatively, Lo abort saving, highlight 
NO, then press the © button Lo confirm. 

EXJT: 

Choose EXIT to return to the- Mam Menu, 

Password Menu 

GIVE A PASSWORD 

If you have yet to purchase an off clal Memory Card, don't despair. Simply ask the game tn give 
you a password and d will supply you with one, Make a note of b e password, and at a later date 
you can re-enter it to return the game to its current state. AM awards, tracks and so on are 
reloaded, but without a Memory Card; the high scores are wiped dean every :irne you turn off the 
Console, 

ENTER A PASSWORD 

Follow the on-screen i istructions to type in a password, then press the © button. If you have 
entered an invalid password, you will get the chance Lo try again. 

Enter the correct password and the following on-screen message will he displayed: 
"Password Accepted"' You will now have access to all features contained in the password. 

Press Ihe © button at any time Lo return to the Main Menu, 

NOTE: Some hidden features apply Lo 2 player games and are only available when two controllers 
are inserted. 





Bonus Menu 

Lots of hidden goodies are waiting to he discovered. The Bonus Menu will display the secrets when you 
unlock them, 

In-Game Menu 

MUSIC VOLUME; use the left directional button to decrease mil the rght directional button Lo Increase 
the volume of the in-game music. 

FX VOLUME: use the left directional button to decrease and the right directional button to increase the 
volume of Lite in-game sound effects, 

QUIT RACE: choose NO to return to the In Game Menu. Choose YES to access the Results Menu, You will 
not be awarded any points for qulliiriy trie race. 

QUIT LEAGUE: choose NO to return lo the ln-Game Menu Choate YES to return to the Main Menu. 
CONTINUE: press the © button to resume racing. 


Rolicage Weapons 

Each Rolicage car Is equipped with two weapon slots - Weapon I and Weapon ? (see r Ue Game Screen 
section earlier "n this manual). Each weapon slot has a double strength power- up capability. Collect two 
weapons of the same type Lo get a powered up version of that weapon. 



MINI ROCKETS 

Fire price, when the target scope appears on your HID, to launch a horn ng rocket that will lock onto 
any nearby bu Idings or large structures. Target other cars by pressing the up directional bntioiv 



POWERED UP MIN] ROCKETS 

Ac above but you cart now target enemy cars behind you (by pressing the down directional button) as 
well as buildings. However, the lock on is slow to rake effect, so you'I need to look backwards for a 
while first. 



CHAIN GUN 

“ire once and 10Q rounds are shot off. Qn impact with another car, that car will hr; buffeted and jolted. 
II Lite direct stream hits home, the car will be spun around, making cornering very difficult and 
slowing tilings down on the straight a ways. 


POWERED UP CHAIN GUN 

The weapon will last longer and will track Lite target car, meaning that more of the bullets will hit 
home. 



DRILLER ROCKET 

The Dri ler Rocket lets nothing geL In is way. Specially designed Lo drill through targets, with one 
well-aimed shot, you can take three cars and a building out at a Lime sending rubble flying. 


POWERED UP DRILLER ROCKET 

Power up Lo a Double Driller weapon of destruction. Two sets of rockets will hurtle down the truck 
causing extreme chaos. Press the down directional button to tire the Double Driller backwards. 














LASERBLADES 

Lethal electro laser spikes snoot out horizontally from the hut) ut each wheel. When passing vehicles 
arive through the beam, I heir tires will Instant y turn tu ce, making driving nn pven more hazardous 
aettwILy T e ice will eventually thaw, but have you ever tried driving or a skating rink? 


POWERED UP LASERBLADES 

This power up combines the deadly LaserBlades and a Turbo boost Now you can line up some competitors 
ahead of you, press live © button to fire the weapon and simply sweep by at maximum speed taking 
them all out one by one. 



TIME WARP 

The ands of time are falling,, slowly... ever so slowly... 

Release the Time Warp and your opponents wi I have their 'peed severely affected in a swirling psychedelic 


haze, A Time Warp will only affect enemies in front of you and wiN slow Them down to a greater extent 


the further in front Lhey are. 


POWERED UP TIME WARP 

Power up and slow time down for everyone n the rare, except yourself. 



LEADER MISSILE [Fancy a game of “follow the leader”?] 

Launch this and wait for the current race leader to be taken out. If you ARE die leader, your MUD will 
flash ns a. warn ng that a Leader Missile is on its way. In addition, you car check your HUD distance 
meter to see how near i is, 


POWERED UP LEADER MISSILE 

i tow about two leader missiles? Twice the carnage. The first, one Lakes ouL the leader's shield then the 
second une blasts him... 



WORMHOLE 

Thr Wormhole wil appear up track n front of your car. Drive through iLand come out in 
froi L of the car that is 'n the position ahead of you. The Wormhole will exist for a short 
period and a low others to use it and drop In friy t of youJ 


POWERED UP WORMHOLE 

Power up and you will jump forward two places. For example, a doubled p Wormhole 
carl transport you from 5th to 3rd position. 



RADIUS BOMB 

The Radius Bomb generates a massive explosion from your car that pops ail those around 
you mto The air The Radius Bomb takes a while to warm up and affects cars only within 
its range. 


POWERED UP RADIUS BOMB 

W hen do u b I ed, 1 he Ra d I m B om b ha s a b i gge i a rl 11 is, has a g rr-nte r p owe red e x p I osl on a n d 
is louder. But il takes longer to warm up. 



SHIELD 

Protect your car against a limited number ol enemy weapon Impacts with the Shield. II 
also reduces the I kelihood of oss of control when you are rammed. 


POWERED UP SHIELD 

Now you see It, now you don't. Nobody can target yon i you are Invisible. Leader Missiles 
lose their lock and fly right on by. Coo . 



TAZER RAM 

Engage the Tazer Rain and sparks of incandesce I lighting will envelop your car. You are 
now reaoy to do some damage. Hr another car and send t skyward- 











POWERED UPTAZER RAM 

Twice Lht' Taze r Ram win a handy f - .*ictor beam in dray your enemies within range. 



STASIS BEAM 

Thi: hardest weapon to use, but with the highest effect, 

A ground-hogging -user streaks from the front of your car, writhing along the circa r until il hits ari 
indestruct-hle object Any car thal the beam touches is blown into the ah where it is put into a temporal 
I .mho otherwise know as a '' s I a si s' 1 ' 


While in this frozen state, the car car si II be hit with weapons, Put they won' 1 ! take effect until the cur 
is unfroze" ah net three tn five seconds aLer. 


Press the fire button to activate the Stasis Beam II will take a little while For the weapon to charge 
before firing. However, if you hold the fire button during ciunje up and then release it, you can determine 
the launch-lime. Delay firing and it'll yo oft in your pocket! 


POWERED UP STASIS BEAM 

Press the down directional button, to fire tee Fit as s Beam backwards. 



TURBO 

"Some are ham speedy, some achieve speediness and some have speediness Lhr ^sL upon 'em," That's 
What William Shakespeare wrote. Well, sort of. Just press the Fire button to go faster or tap the fire 
button Lo go even faster, albeit for a shorter distance. 


POWERED UP TURBO 

"Tf Roll cage is the food of speed, play on, 17 

If the Bard had ever played Roll cage Stage 11, we are sure he would have written that ..ortal line. 

But he didn't own a ■ ansole, just a gu II and some parchment, paper. Me venue less, Double Turbos mean 
double the speed sensation a".a as yon will experience, that is hardly Much Ado About Nothing 



PROGRESS INDICATOR 

Tl e best weapon is Information, and that's what this handy thing gives you. It's a permanent part of your 
HUD, hut knowing what it does will be immensely useful to you in 
a race. 

The white dot represents you, and the other red dots represent your opponents, die long wh te bar 
represents Lhe length of a lap, and the position of Lhasa dots Ltdx you how far all the ea s are through 
their respective laps, Von can use 1 1 is to see how far your opponents are behind you, or lo see how far 
you have to catch up! 

In Total Racing Mode, all the dots have a green bar iriderueat them. T"ese bars rep re sen? how many 
points you and your opponents have racked up, and il a bar is red, iL means that ear currently holds vie 
best lao t me for the race Use this information to your advantage! 








Music Credits 


Artist: E-Z Rollers 

Track: BreakbeaL Generation Written ft. Produced by A.Banks J.Hurren ft K.Richards Engineered by 
A.Banks ft J.I lumen. Vocals performed by K. Richards ft MC Jakes. Guitar ft Bass by LVasey. Rhodes by 
J, Sanger. (P) ft © ZHOU Maying Shadow Ltd- Published by M living Shadow Music Ltd. 


Artist: E-Z Rollers 

Track: Double Cross, Written, Produced ft Engineered by A.Banks ft J.Hurren. Trumpet by 
(XHowes.Trombone by P. Eagling, Sax by J.Unwin, Rhodes, by J.Sanger. Bass by L.Vasey. (P) ft r ' 2000 
Proving Shadow I td- Pub is bed by Moving Shadow Music I td 


Artist: Technical Itch 

I rack: Deadline. Written, Produced ft Engineered by MXam &} Technical Itch Studios, Bristol, UK., £P) ft: 
© ZOOO Moving Shadow I td. Published by Moving Shadow Music Ltd 


A r Li si: Technical Itch 

Track: Caution. WriLten, Produced ft Engineered by M.Caro cX Technical Itch Studios, Bristol, UK.. (P) ft 
'© 2000 Moving Shadow Ltd. Published by Moving Shadow Music l trl. 


Artist: Omni Trio 

Track: Penetration. Written, Produced ft Engineered by R,Haigh (g ; J Ma nline Studios, Suffolk, UK., (P) ft 
■© 2000 Moving Shadow Ltd. Published by Pulov ng Shadow Music Ltd. 


Artist: Omni Trio 

Track: Secret Life, Written Produced ft Engineered by R.Haigh ■•••'■ Mainline Studios, Suffolk, UK.. (P) ft 
■■ ?QOG Moving Shadow Ltd Published by Moving Shadow Music Ltd. 



At Li st: Aquasky 

Track: Control. Written, Produced ft Engineered by U,Wallace, B, Newitt ft: K.James. (P) ft © 2000 Moving 
Shadow Ltd, Published by Moving Shadow Music Ltd. 


Artist: Aquasky 

Track: Halifax. Written Produced ft Engineered by D.Wallace,. R. Newitt ft- K.James,. (P) ft ■ - 2000 Moving 
Shadow Ltd Published by Moving Shadow Music Ltd 


Artist: Fly iron ix 

Track: Imaginary Forces. Written, Produced ft Engineered by D. Dernier re. (P) ft 2000 Moving Shadow Ltd. 
published by Moving Shadow Music ltd. 


Artist: Fly trunk* 

Track: Naked Funk Written, Produced ft Engineered by D.Demierre. (P) ft © 2000 Moving Shadow Ltd. Published 
by Moving Shadow Music Ltd. 


Artist: Dorn ft Roland 

Track: Spooks, Written, Produced ft Engineered by D.Angas @ Too Manic Studios, London, UK, (P) ft 2000 
Moving Shadow Ltd. Published by Moving Shadow Music Ltd. 


Artist: Dorn ft Roland 

Track: Slipstream, Written- Produced ft Engineered by D.Angas @ Too Manic Studios, London, UK, {F) ft © 2000 
Moving Shadow Ltd. Published by Moving Shadow Music L td. 
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PROGRAMMING 

end Programmer: Tim bvi' V- 
Rendering Engine: Steve Bennett 
AJ Systems: Geoff BrawitL 
Physics System: Steve Bennett 
M.aij Ld111ng System: Dor:Id A'■ dre w Wrialil 
Everyth n(j else: Lyndon 'Nod' 1 Sharpe 

ART 

Lea d A rtfs t: Rk ha rd 1 C had' Pr i est. 

Artists: Martin SommervIlle r Rob James,, Tony Heap, Jimmy O'lReady, Bela Lund, John Dunn 
Art Design: Ben Blethyn 

DESIGN 

lead Track Designer; Gavin Cooper 

Tract Designers: Neil Wh : gfield, Ben Ackerman, Jamn Kett, Mike McCurdy 

PRODUCTION 

Produced & Designed by: David Perryman, Stuart lillry 
Spec a\ Thanks Id: Rob Baker and Richard I ing 

Psy gnosis Credits 

Brand Manager: Enda Carey 
US Product Manager: Susan Campbell 
U S P R Managor: Charlotte Panther 
IS PR CoorrJirvit.ilLynn Behravesh 
Manual Layout for US: Madhouse Design Group 
U pc rat i o its a nd C re at v e S e i v ices M ar i a ye r M o n i quo C a 11 ey 

Adchtionul puhlidling support Erik Heinrich, Candace McDonald, McJfssa Roth, Dana Oertell, Chad 
Benesh, Jameson Wang and Molly Hftiohey 
Internal QA Supervisor: Paul Tweed I o 
Senior Lead Tester: Mark O'Connor 

I este rs: M ichael Asp I n all, Co I f n Be r r y, M art H ra o k s, A Ian M c A rd e, i J a rl S ed rl o t 
Man iai and packaging text written by: Russell Coburn 
Manual approved by: Lee Travers and Stephen Griffiths 



Warranty 


MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser of this Midway Homo Enter¬ 
tainment Inc. software product that the medium on which this computer program Is recorded is free from 
defects in materials and workmanship for a period of ninety (DO) days from the dale of purchase This 
Midway Home Entertainment Inc. software program is sold “as is," without express or implied warranty 
damages of any kind, and Midway Home Entertainment Inc. is not liable for any losses or damages oi 
any kind resulting from the use of this program, Midway Home Entertainment Inc. agrees for a period of 
ninety (90) days to either repair or replace, at its option, free of charge, any Midway Home Entertainment 
Inc. software product, postage paid, with proof of purchase, at its Factory Service Center. 

This warranty is not applicable to normal wear and tear This warranty shall not be applicable and shall 
be void it the doled In the Midway Home Entertainment Inc. software product has arisen through abuse, 
unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WAR¬ 
RANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BIND¬ 
ING ON OR OBLIGATE MIDWAY HOME ENTERTAINMENT INC. ANY IMPLIED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT. INCLUDING WARRANTIES OF MERCHANTABILI¬ 
TY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERI¬ 
OD DESCRIBED ABOVE 

IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY SPECIAL, INCI¬ 
DENTAL, OH CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION. USE OR MAL¬ 
FUNCTION OF THIS MIDWAY HOME ENTERTAINMENT INC. SOFTWARE PRODUCT 

Some states da not allow limitations as to how long an implied warranty lasts and/or exclusions or limi¬ 
tations of incidental or consequential damages so the above limitations and/or exclusions of liability may 
no! apply to you. This warranty gives you specific rights, and you may also have other rights which vary 
from state to state. 


Midway Home Entertainment Inc. 
P-O. Box 2097 
Corsicana, TX 75151 2097 
www.midway.com 


Midway Customer Support 
903 874-5092 

1 0:00am - 6:30pm / Central Time 
Monday - Friday 

Automated help line open 24 hours a day 




